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NULL 


"When nothing remains, everything is equally possible." 


NULL 


Null 
Reach 


AO ft. 
AO ft. 
AO ft. 
AO ft. 
60 ft. 
60 ft. 
60 ft. 
60 ft. 
80 ft. 
80 ft. 
80 ft. 
80 ft. 
100 ft. 
100 ft. 
100 ft. 
100 ft. 
120 ft. 
120 ft. 
120 ft. 


Proficiency 
Bonus 


Ist +2 
2nd +2 
3rd +2 
Ath +2 
5th +3 
6th +3 
7th +3 


Level Features 

Erasure, Loss of Soul 
Purging of Self 

Subtle Existence 

Ability Score Improvement 
Purging of Self (Second) 
Loss of Focus 

Loss of Presence 

+3 Ability Score Improvement 
+4 Purging of Self (Third) 

+4 
+4 


+4 


Loss of Willpower 


Loss of Permanence 


Ability Score Improvement 
+5 Purging of Self (Fourth) 

+5 Loss of Mind 

+5 Untethered 


+5 Ability Score Improvement 
+6 Purging of Self (Fifth) 

+6 Eternal Slumber 

+6 Loss of Form 


Purging of Self (Sixth), 


Nonexistence 120 ft. 


CREATING A NULL 


When creating a Null, ask yourself what keeps you away from 


embracing the nihilism. That is what's missing from your 
character's life. Do you really want to risk knowing? 


CLASS FEATURES 


As a Null, you gain the following class features 


Hit PoINnts 

Hit Dice: 1d10 per Null level 

Hit Points at 1st Level: 10 + your Constitution modifier 

Hit Points at Higher Levels: 1d10 (or 6) + your Constitution 
modifier per Null level after 1st 
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PROFICIENCIES 
Armor: none 
Weapons: none 
Tools: none 


Saving Throws: Intelligence, Wisdom 
Skills: Choose any two skills 


EQUIPMENT 
You start with no equipment. 


MULTICLASSING 
There are no prerequisites for multiclassing into Null Only 
consequences. 


ERASURE 


1st-level Null feature 

Once on your turn, before you take an action or bonus 
action, you can innately begin to erase the world around you 
from existence. Choose a number of creatures or objects 
within 40 feet of you that you can see equal to half of your 
Null level (rounded up). Each of them lose 5 hit points (no 
action required). You can choose the same creature or object 
multiple times, reducing its current hit points for each time 
you chose it. 

This distance increases when you reach certain null levels, 
as shown in the Null Reach column of the null table. After 
you perform the erasure, you become incapacitated until the 
start of your next turn. 


Loss OF SOUL 


1st-level Null feature 

Giving up your conscious desire for self-preservation forces 
only your instincts to protect you. While you are wearing no 
armor and not wielding a shield, your AC equals 10 + your 
proficiency bonus + amount of your purged ability scores. 

Upon death, you vanish from the existence, leaving behind 
your equipment. You can be restored to life only by means of 
a wish spell. 


PURGING OF SELF 


2nd-level Null feature 

Choose what part of yourself you wish to get rid of: 
Strength, Dexterity, Constitution, Intelligence, Wisdom, or 
Charisma. Your choice grants you its Initiate features when 
you choose it at 2nd level, and then the Master feature when 
you reach the 20th level. Additionally, you choose a different 
part of yourself to purge and gain the Initiate features of at 
5th, 9th, 13th, 17th, and 20th levels. 


SUBTLE EXISTENCE 


3rd-level Null feature 

Once per turn before taking any action or bonus action or 
using the Erasure feature, you can take the Disengage, Hide, 
Search, or Use an Object action (no action required), and you 
become incapacitated until the start of your next turn. 


ABILITY SCORE IMPROVEMENT 


4th-level Null feature 

When you reach 4th level, and again at 8th, 10th, 12th, and 
16th level, you can increase one ability score of your choice 
by 2, or you can increase two ability scores of your choice by 
1. As normal, you can’t increase an ability score above 20 
using this feature. 

Using the optional feats rule, you can forgo taking this 
feature to take a feat of your choice instead 


Loss oF Focus 


6th-level Null feature 

By letting go of your mind's attention, you let its full 
potential come to the surface. When you make an ability 
check that would use an ability score that you've purged, you 
can choose to succeed at it instead of failing if its DC is less 
than or equal to 20. 

You can use this ability a number of times equal to your 
proficiency bonus, and you regain this ability when you finish 
a short rest. 


Loss OF PRESENCE 


7th-level Null feature 

You do not need to eat, drink, sleep, or breathe. 
Additionally, starting on each of your turns, you can't be seen, 
heard, or perceived through other senses until you take an 
action or move. 


Loss OF WILLPOWER 


10th-level Null feature 

You renounce anything that remains of your resolve, and 
thus became immune to others’ attempts of manipulating it. 
You are immune to the charmed and frightened condition, 
and you can't be possessed. 


Loss OF PERMANENCE 


11th-level Null feature 

If you haven't moved during this turn, you can reduce your 
speed to 0 to gain the ability to temporarily teleport. You can 
teleport to an unoccupied space you can see any number of 
times during your turn, up to a minimum distance of 5 feet. 
The total distance you can teleport in a turn can't exceed one 
half of your Null Reach. 

Additionally, whenever you reduce a creature or an object 
to 0 hit points using your Erasure feature, it vanishes from 
the existence, leaving behind its equipment if it was a 
creature. 


Loss OF MIND 


14th-level Null feature 

The less you care about the world, the more it forces itself 
upon you. You can perceive through sight, sound, and other 
senses all creatures and objects within your Null Reach, even 
if they are behind a total cover. Additionally, you are always 
aware of your surroundings, even while suffering a condition 
such as blinded or unconscious that says otherwise. 


UNTETHERED 


15th-level Null feature 
The laws of gravity have forgotten your existence. You fall 
only if you choose so. 


ETERNAL SLUMBER 


18th-level Null feature 

You are always considered to be sleeping. On your turn, 
you can stand up from being prone (no action or movement 
required). Your short and long rest can't be interrupted. 


Loss OF FORM 


19th-level Null feature 
Your body has nearly completely disappeared. You gain 
resistance to all damage. 


NONEXISTENCE 


20th-level character feature 

You gain the following feature if you haven't gone through 
the Sixth Purging due to multiclassing. 

You are immune to all damage types, conditions, spells and 
magical effects, and you can't be touched by any object or 
creature. Other creatures cannot see you, hear you, or 
interact with you in any way. You lose all of your features 
except for this one. Burn your character sheet. 


PURGING OF SELF 


Removing oneself is done traditionally in six steps, 
corresponding to six dominant aspects of a living being. Each 
purging is a ritual that's performed in solitude through 
thoughtless meditation. 

Every time you purge one of your ability scores, you gain 
the following feature. 


ABILITY SCORE PURGING 
Initiate feature 

Burn a hole in your character sheet where the chosen 
ability score and its modifier are, and erase any other uses of 
this score from the character sheet. This ability score can't be 
increased or decreased in any way. You automatically fail on 
any ability check or attack roll that uses this ability score's 
modifier, and you automatically succeed on any saving throw 
that uses this ability score modifier. 


PURGING OF STRENGTH 
No weight to push. 


FEEBLE PRESENCE 
Initiate feature 

Your carrying capacity is 0. You can choose to 
telekinetically move and hold in the air any number of objects 
that you can see in your Null Reach, as long as their 
combined weight is no more than a number of pounds equal 
to 15 x your Null level. You can choose to drop or lift each 
object within that radius once per turn. 
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OBLITERATION 
Master feature 

When you use your Erasure on a single creature and no 
objects, you can choose to make the creature die instantly. A 
creature is immune to this effect if it has legendary actions, 
or if the DM decides that the creature is too significant to the 
world to be removed with a singular erasure. Once you kill a 
creature using this feature, you can't do so again until you 
finish a long rest. 


PURGING OF DEXTERITY 


No mass to manage. 


INCORPOREALITY 
Initiate feature 

When you would roll Initiative, you instead choose any 
whole positive number to be your Initiative. 

You can move through solid objects and creatures as if they 
were difficult terrain. If you end your turn in another 
creature's or object's space, you are immediately safely 
ejected to the nearest unoccupied space. 


HARDLY ANIMATED 
Master feature 

Whenever you are targeted by a spell, you can choose 
whether you are considered a creature or an object to 
determine the spell's effects on you. 


PURGING OF CONSTITUTION 


No form to endure. 


FRAIL FRAME 
Initiate feature 

Your hit point maximum is 1, and it can't be increased or 
decreased in any way. Whenever you take damage, you can 
choose to reduce it to 0. You can use this feature a number of 
times equal to your Null level You regain half of its uses of 
this feature upon finishing a short rest, and all of its 
expended uses after finishing a long rest. You automatically 
fail any saving throws made to retain your concentration ona 
spell. 


FORCE INVERSION 
Master feature 

Whenever you use your Frail Frame feature, the current hit 
points of the creature or the object that dealt you this damage 
are reduced by an amount equal to the damage you originally 
took. If a projectile deals damage to you, the creature or 
object that shot this projectile has its hit points reduced too. 


PURGING OF INTELLIGENCE 
No mind to think. 


CLEAR SLATE 
Initiate feature 

You can read and understand all languages, but lose the 
ability to speak and write. You can telepathically speak to any 
creature that you can see in your Null Reach, as long as it can 
understand at least one language. Your communication 


doesn't give the creature the ability to respond to you 
telepathically. 


NONSCIENCE 
Master feature 

You ask a single question concerning a specific goal, event, 
or activity to occur within 7 days. The DM offers a truthful 
reply. The reply might be a short phrase, a cryptic rhyme, or 
an omen. 

You can use this feature four times, and you regain all 
expended uses when you finish a long rest. 


PURGING OF WISDOM 
No will to break. 


UNCOMMON SENSE 
Initiate feature 

You can't be surprised. If you haven't taken an action or a 
bonus action on your turn yet, and you haven't used your 
Erasure feature yet, you can focus your mind on any one 
creature that you can see within your Null Reach to learn the 
surface thoughts of the creature—what is most on its mind in 
that moment. If the creature you choose has an Intelligence 
of 3 or lower or doesn't speak any language, the creature is 
unaffected. After you use this feature, you are incapacitated 
until the start of your next turn, and you can't use your 
Erasure feature while incapacitated this way. 


WITNESS OF THE DESTINY 
Master feature 

When a creature you can see within your Null Reach 
makes an attack roll, an ability check, or a saving throw, you 
can choose to ignore the die roll and decide whether the 
number rolled on the die is 1 or 20 (your choice). 

When you use this feature, you gain one level of 
exhaustion. Only by finishing a long rest can you remove a 
level of exhaustion gained in this way. 


PURGING OF CHARISMA 


No wish to voice. 


ABSENT PERSONA 
Initiate feature 

No effect can sense your emotions or thoughts. No matter 
what you say, magic and abilities that would determine if you 
are telling the truth indicate you are being neither truthful 
nor untruthful. You can't be compelled to tell the truth nor lie 
by magic. 

At the start of each of your turns, you can choose a number 
of creatures that you can see within your Null Reach up to 
your proficiency bonus. Each chosen creature can't attack you 
or target you with harmful abilities or magical effects. 


ARCANE ABSOLUTION 
Master feature 

The space you occupy is always under the effects of the 
antimagic field spell 


